duty card is available, five counters are received from the
pool instead.

CHANGE OF DUTY TILES

Whenever the raft rests on a whirlpool, any player may
ask for a reshuffling of the duty tiles on the playing board,
The tiles are picked up by the captain, shuffled and placed
on the board from right to left,

SHORTAGE OF COUNTERS IN HAND

A player, who at his turn has no counters of the required
colour, may draw them from the pool exchanging them for
duty cords, One duty card equals five counters; one naviga:
tion certificate is worth three counters, The newly acquired
counters may be used straight away. If none of the required
colour are available, the player must pass, If all players have
to pass in this manner, the colour governing the moves IS
changed fo the next one, i.¢., from red fo green, from green
to yellow or from yellow to red, but passing is not allowed in
any other circumstances,

10 COUNTERS IN PLAYER'S COMPARTMENT ON
CASH TRAY
Whenever, while duty cards are still avoilable, a ployer's

compartment on the cash tray contain 10 counters, he may
place them into the pool. This entitles him to draw one duty
card according to his choice,

END OF GAME

When the raft reaches the island of Raroia, the game
ends. Now all duty cards and navigation certificates are
counted, in order to determine the winner, Any counters left
over in the hands of the players or in their compartments on
the cash tray are worthless, Each navigation certificate
counts three points; each single duty card counts one point;
however, a series of duty cards counts much more than the
sum of separate cards, as follows:

I duty cardof any series . . . . | point

2 duty cards of any series . . . . 3points

3 duty cords of any series . . . . 6points

4 duty cards of any series . . . . 10 points

5 duty cards of any series . . . . 15 points

6 duty cards of any series . . . . 2l points

Tduty cords of any series . . . . 28 points

World copyright 1961 by AB-Gomes. The nome of the gome “Kon-Tiki" 15
used by speciol orrangement with George Allen G Unwin, Lendon.

HOW TO PLAY

koN-Tikl

Published by
J, W, SPEAR & SONS LTD.
ENFIELD, MIDDLESEX, ENGLAND

Printed in England
@ AB-Gomes 1567

('SPEAR'S GAMES)

|187/11 Reg'd Trade Mark




KON-TIKI

An ingenious game of skill and chance for
two to four players aged nine to adult.

This game is based on the epic journey in 1947 by Thor
Heverdahl and his crew from Calloo, Peru, across the Pacific
Ocean to the islands of Raroia in the Tuamotu Archipelago.
Heyerdahl crossed the ocean on a replica of ancient balsa
rafts, which he named “Kon-Tiki" in honour of the mythical
Sun-God of long ago. His object was to show that the South
Sea lslands could have been populated by immigrants from
the South American continent, crossing the vast Pacific in
primitive rafts, more than a thousand years ago. In this he
succeeded admirably, mainly through making good use of
winds and currents ond due to the excellent spirit of
co-operation among the members of his crew.

We now accompany the raft on its way across the
Pacific. For this we need—

The game board: Representing the Pacific Ocean
between Peru and Raroia, with eight whirlpool discs.

12 counters: 24 each in red, yellow and green.

Four duty tiles: One each for fishing, radio, cooking
and equipment,

Eight navigation certificates,

28 duty cards: Seven each for fishing, radio,
cooking and equipment,

The cash tray, with a large compartment for the
pool and one small compartment for each of up to four
players.

The Kon-Tiki raft.

To win the game, players will try to collect as many duty
cards as possible. The more they acquire of one series the
higher their score will be (see back of duty cards),

PREPARATION

The players choose a captain, who is in charge of the
cash tray besides taking an active part in the game. He distri-
butes to each player 15 counters—five each of red, green and
yellow. The remaining counters are kept in the pool.

Next, the coptain puts the duty tiles at random on the
four rectangular spaces of the gome board and the eight
whirlpool discs on the studs,

Now the players are numbered consecutively, starting
with the player on the coptain's left and going round the

table, so that the captain himself invariably draws the highest
number. On the cash tray each player is allotted a compart-
ment corresponding to his number,

Finally, the Kon-Tiki raft is placed on the circle repre-
senting the port of Callao and the game can start.

HOW TO PLAY

Player No. 1 moves the roft along the current (the row of
arrows) one, two or three steps, os he chooses, Each step
consists of one arrow. For the privilege of moving the player
takes from his heap a corresponding number of counters, one
for each arrow traversed and puts them on the cash tray into
the compartment bearing his number,

Up to the first whirlpool each player may pay for his
move with counters of any colour.,

Next, player No, 2 places one, two or three counters into
compartment two of the cash tray and moves the roft along
the current the appropriate number of arrows and so forth,

WHIRLPOOLS

A whirlpool cannot be jumped over: the approaching
player must stop on it, even if this takes him only one or two
steps instead of the three allowable,

The player who reaches o whirlpool must navigate: he
turns the whirlpool disc so that it bridges currents and points
the roft in one of the two possible directions. Choice of
direction lies entirely with the player who reached the whirl-
pool but the raft can only move in the direction of row of
arrows, not against it.

Where double arrows are printed on the board, moves
may be made in either direction but the direction must not
be changed between one whirlpool disc and another,

For the act of navigation the player receives a navige-
tion certificate, later redeemable for three counters either of
one colour or assorted, according to choice, If towards the
end of the game none is available, he receives three counters
from the pool. His turn is now at an end.

When the whirlpool disc is turned, a colour appears in
its circular window. From now on, and up to the next whirl-
pool, all moves have to be paid for in counters of this
particular colour,

DUTY TILES AND DUTY CARDS

On their way the players will encounter arrows connected
by broken lines with one of the duty tiles.

A player, who stops on such an arrow, receives a corres-
ponding duty card. These duty cards decide the outcome of
the game and as many as possible should be collected. If no




